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WARNING: PLEASE READ THE ENCLOSED CONSUMER 
INFORMATION AND PRECAUTIONS BOOKLET CAREFULLY BEFORE 
USING YOUR NINTENDO* HARDWARE SYSTEM OR GAME PAK. 





TM AND @) 1994 ATLUS SOFT WARE, INC 
ATLUS IS A REGISTERED TRADEMARK 


OF ATLUS SOFTWARE. INC. 


LICENSED BY 





NINTENDO, SUPER NINTENDO 
ENTERTAINMENT SYSTEM 

AND THE OFFICIAL SEALS ARE 
REGISTERED TRADEMARKS OF 
NINTENDO OF AMERICA ING 
7991 NINTENDO OF AMERICA ING 





THIS OFFICIAL SEAL IS YOUR 
ASSURANCE THAT NINTENDO HAS 
APPROVED THE QUALITY OF THIS 
PRODUCT. ALWAYS LOOK FOR THIS 
SEAL WHEN BUYING GAMES AND 
ACCESSORIES TO ENSURE COMPLETE 
COMPATIBILITY WITH YOUR SUPER 
NINTENDO ENTERTAINMENT SYSTEM 
ALL NINTENDO PRODUCTS ARE 
LICENSED BY SALE FOR USE ONLY 
WITH OTHER AUTHORIZED PRODUCTS 
BEARING THE OFFICIAL NINTENDO 
SEAL OF QUALITY 
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TEAM SELECTION & PRACTICE ....c-ssecesenceees : 
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THE WORLD GRAND PRIX .......0ncnsenennensnsenennee 
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THE COURSES.......cncassnsassssnensensnssnenssnsncensnene 
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TT me Use to select commands and move cur- 
ey sor when entering name / Machine con- 


trol (Left/Right) 


CIIaAA OT «Cress to view highest score for each 
- course 


ge 


| Press to begin game or to pause during 
game play 


| A Button Press to carry out acommand / Throttle 


-B Button 
 -X Button Use to view highest score for each 


course/ use while cornering to hold your 
bike closer to the ground. 


"a-Si ee =Useto view highest score foreachcourse 














Press to cancel a command / Brake 
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transmission 





WATT me Press to shift gears when using a manual 





There are Three modes to challenge your racing skills: 
compete on the circuit with GP RACE, beat the clock 
with TIME ATTACK, or take ona friend with VS. BATTLE. 
There is also an OPTION mode to change game settings. 













The GP Race is a world- 
class competition. Once 
you have selected this 
| mode, you will run four 
local races and receive a 
score for each one. Af- 
ter the fourth race you 
will have your choice of 

= : _— ' teams depending on the 
total number of points you have earned. There are fourteen 
World Grand Prix races in all. 
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Your race will proceed in the wn pattern: 


NEW GAME _ 
_ NAME ENTRY 


f Vv 
TEAM SELECTION 





This is the progress of the rigorous GP circuit from start to 
final ranking. 


—{ New Game 





Use the Control Pad to | as 
choose a letter, and then & 
push the A or B Button. Use | Srv wx Leet ae 
the X and Y Buttons to de- (ea 28 “56 ae Bs 

lete letters already chosen. 48 Edges peg = Eas e 






























































Teams and cannot be used initially. Toget started, make your 



















AI) RIANA) ee ere are six teams. Three of 


them, however, are Super 


selection on the Control Pad. Once you have accumulated 
more points, you can choose from the Super Teams. 











Choose a balanced team that fits Choose either an[AUTOMATIC] or 
your riding style. [6 SPEED] transmission. 


After choosing your transmis- 
sion, you may select [RACE] 
[PRACTICE] or [EXIT]. 





PRACTICE wm En tering the Practice 


mode is recommended 
before beginning any 


| = 7 race.Eachpractice round 


3 | ) consists of three laps 
ade ee ee around the track on 
which you are about to 
race. Watch for rough 
spots and practice hard. 





























| = Each race must begin with a 
THE RACE qualifying round. The score 


from this round will determine your starting position in the 12 


cycle line-up. 












Only the second lap ofthe ; Your time in the qualifying round 
qualifying round will be timed. determines your starting position. 
After each race you will be 


RESULT 2 givenaranking as wellas indi- 


vidual points. Collect as many points as possible to continue 
upgrading your team. 





ROUND -a7- 
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Nine points is the max, but only the Your team selection after the U.S. 
top nine finishers can score. Championship will be limited by your 


total score. 













































































You may change your team and move on to the fourteen 
world-class grand prix courses after completing four 
local races. 
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The first track is the Australian You will receive your results after 
course. the race. 


A challenger will appear and ask you to race after each quali- 
fying round. If you accept and beat him, you will get all his 
points. The amount depends on how well he places in the final 
standings. The higher his position, the more points you will 
earn by winning. But if you lose, he will take any points you 
may have gained in the race. 
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Decide whether or not to take the Your challenger is a marked man. 
challenge. Look for the “Rival” sign. 



































Occasionally, an admiring fan 
willappear after the race and 
_ ask for your autograph. Don't 
be shy. Your generosity will 
earn you bonus points. 
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Combine these bonus points with your race winnings plus the 
points you get from rivals to improve your team. 


[ LOST 

_ THES TIME. ELT 

[ LL BEAT YOU 
NEXT TIME! 
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Get all the points you can from Allocate your points to four 
rivals like this. different areas: engine, frame, 


suspension and tire. 
—— Continue 
After the first World Race, in PASSWORD. 
Australia, the password for (HRMBB hasty amme 74:13. 


that race will appear. Each (MAME. Rs 
race after that will be fol- }BCDFGHIKLM | 
lowed by its own password. }PQRSTVWXYZ 


| ets e 1213456789 
Be sure tomake note of them. =D 






































VS. BATTLE is the 2-player mode. As in the TIME ATTACK 


In the Time Attack mode, you may select seventeen courses 
in any order and choose any of the six teams. Points have no 
meaning here. It's just you against the clock. 
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Unlike 6P hace here you can race If you esi in the top five, your 


on any of the 17 courses in any score will be saved under Best 
order. Scores. 





mode, you may choose all 17 courses. Player-1 first selects 
the course, and then both players select their teams. 





You can enGgee any teamyouwant With the split screen, Player-Tis at 
- even the same team as your the top and Player-2 at the bottom. 
opponent. 




















There are five adjustable features : PAD ASSIGN- 
MENT, LEVEL, NAME EDIT, SOUND, and RACE LAP. 





Use the four controller set- @ Ee Bi i 

tings to change the position ae Se ere = 
of the throttle, brake and ene { 4 
other functions. A is the —— eae 


default setting. 











There are three levels. In EASY, you will not lose control or 
crash if you hit another bike. In NORMAL, if you hit another 
machine you will lose control briefly but will not crash. If you 
choose HARD, you will lose control if you bump another rider 
and will crashif you hit him hard. 





You may choose either Mono or Stereo to suit your television 
or sound system. 



































If you are in VS. BATTLE mode, you may use this feature to 
choose the number of laps (3,4, or 5) you wish torace. GPRACE 
and TIME ATTACK are always set at 5 laps and cannot be 
changed. 





If you want to change the 
names of the other riders 
(max. 8 characters), youmust 
dosobefore the first GP local 
race, or they will not apply 
during that game. 
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The W594 is anabove average bike in 
mostrespects, butitmay be difficult 
to control at times. 


This bike has the highest top speed 
and reaches it quickly, but handling 











A well-balanced bike, the RJ 


You will find this machine fairly easy 
agoodcombinationof speedandeasy 


tocontrol, butitloses tractioneasier 
than some of the other bikes. 











The excellent suspension on this 
machine will give you very good 
control and cornering ability. 


The ROG has great suspension that 
will make control even easier than 
YTR500 and cornering a breeze. 





























Maintain your speed, particularly Buil t for speed, but back off the 
through the last corner, but be _ throttle at the last turn - a tough 
careful of the two hairpin turns. hairpin. 








Stay controlled at the sharp-angled An easy course except for the sharp 
bend just after the first corner. bends designed to keep machine's 
speed downandriders on their toes. 





Watch your speed and angle while _Like Germany's Autobahn, there is 


banking in the first corner. The nospeedlimithere, sogunit through 
second one is tougher thanitlooks. the whole race and see what your 
bike can do. 

























































Run a straight line through the S- 







The turns are many but not very 


sharp. Use your cornering skillsto curve after the first corner. Be 
wind your way to the finish line. careful on tricky hairpins and last 
corners. 





Take advantage of the long, straight — This track in Eastern Europe is 
run but be careful around the S- —_ famous for its squared corners. 
curve and the hairpin. Watch those turns! 
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The key to the French track is _ Thisisa fairly easy course, but the 
maintaining your speed through the first hairpin can catch an 
2 hairpins. unsuspecting competitor off guard. 





















































The last set of corners are areal There are no tight corners on this 
challenge to your handling skills:a __ track, so give it all you've got. 
more than 180° right turn followed 

by a quick left. 

















With little room to pass, you will The trick with this course is to keep 
need a good pole position after —_ your speed from the back straight- 
qualifying todo well. Onceachieved, away all the way through the 
it is easy to maintain your lead. homestretch. 




















after your first lap. Too much 
momentum from the homestretch 
can blow this turn. 
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Be careful on the first corner just 
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Use the X Button to hold your machine while banking around 
tight corners. This will help you shave precious seconds off 
your score and keep you from sliding out on turns. 


To get arocket-fast start, push your RPMs to the point just 
before the red-line at the moment the signal light turns green. 
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Use the three racing tips illustrated below to cut more time 
from your score and take the trophy! 
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Brake going into the turn and 
hit the throttle right at the 














damages of any kind resulting from the use of the product. Atlus Software 
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90 day limited warranty 
ATLUS SOFTWARE, INC., warrants to the original purchaser of this Atlus 
Software product that this Game Pak ts free from defects in materials and 
workmanship for a period of ninety (90) days from the date of purchase. 
This Atlus Software product is sold “as is” without expressed or implied 
warranty of any kind, and Atlus Software is not liable for any losses or 





agrees for a period of ninety (90) days to either repair or replace, at its 
option, free of charge, the Atlus Software product. Send product postage 
paid, along with dated proof of purchase, to the address shown below. 


This warranty shall not be applicable and shall be void if the defect in the 
Atlus Software product has arisen through abuse, unreasonable use, 
mistreatment or neglect. THIS WARRANTY IS INLIEU OF ALL OTHER 

WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY 

NATURE SHALL BE BINDING ON OR OBLIGATE ATLUS SOFTWARE. ANY 

IMPLIED WARRANTIES APPLICABLE TO THIS SOFT WARE PRODUCT, 
INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FORA 
PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD 

DESCRIBED ABOVE. INNO EVENT WILL ATLUS SOFTWARE BE LIABLE FOR 
SPECIAL INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM 
POSSESSION, USE OR MALFUNCTION OF THIS ATLUS SOFTWARE 
PRODUCT. 


Some states do not allow limitations as to how Jong an implied warranty 
lasts and/or exclusion or limitations of liability may not apply to you. This 
warranty gives you specific rights, and you may also have other rights 
which vary from state to state. 


ATLUS SOFTWARE, INC. 
17145 Von Karman Avenue, Suite 110 
Irvine, CA 92714 
TEL (714) 263-0582 





ATLUS 


ATLUS SOFTWARE, INC. 
17145 Von Karman Ave., Suite 110 
Irvine, Ca 92714 
Phone (714) 263 - 0582 


PRINTED IN JAPAN 


